

























SELECTING A SOUND CARD 


Before you start playing THOMAS PINBALL you need to set up the game so that it will play the sound 
through your soundcard. 

To do this, you use the SETSOUND program. The program will automatically run the first time you run the 
game. 

You will be presented with the "select soundcard" screen. Use the CURSOR UP and CURSOR DOWN, keys to 
move the highlighter bar over the name of your soundcard, and press ENTER. 

Once you have selected your soundcard, you may be asked to provide some further details about it. The 
other details include: 

(a) Which base port address you are using 

(b) Which IRQ setting you are using 

(c) Which DMA channel you are using 

In each case, the SETSOUND program will automatically offer you a default setting from the various settings 
available (it will be the highlighted setting in the list). In the majority of cases, the default settings shown 
will be the correct ones to get your soundcard playing the game sound. 

However, in a small number of cases you may need to select alternative settings to get things going. To do 
this, simply move the highlight bar over the setting of your choice in each menu displayed and press ENTER, 
as before. Be prepared to try a few different settings to get the sound running, as you may not be lucky 
enough to select the right ones first time around. 

Once these four settings have been chosen, the only task left is for you to select the sound quality level. 
There are five settings to choose from. As before, highlight your choice from the list provided .and press 
ENTER to confirm it. 

When selecting a sound quality level, it is worth bearing in mind the capability of your computer. Fast 
computers{ ie speeds of 333MHz or higher) will be able to handle the higher quality settings whereas slow 
computers (ie. speeds of 20MHz or lower) will only be able to handle the mid-range or lower quality 
settings, because your computer will be more interested in keeping the pinball tables scrolling smoothly and 
as fast as possible than playing better quality sound! 


CHANGING YOUR SOUND CARD? 


if you change your soundcard at any time, it is easy to set up the game to use the new card as you can run 
the SETSOUND program at any time you wish: 

(1) Make sure you are in the hard disk partition (ie.C) that THOMAS PINBALL installed some of its files to. To 
change to a partition, simply type its name, ie. C; <enter> 

2) Change to the directory that you installed the game to, ie. CD/PINBALL <ENTER> 

(3) Now type SETSOUND <ENTER> 

The SETSOUND, will run in exactly the same way as it ran after you ran the game for the first time. Follow 
the on-screen instructions to select and set up your new soundcard. 

N.B. 

Although we support a large number of soundcards, in a few cases we may not support the card that you 
are trying to use. However, many soundcards are Soundblaster compatible and so if you cannot see the 
name of your sound card in the Setcard menu, try selecting the"Soundblaster" setting. 


LOADING THE GAME 


IBM PC 

Insert the disk and type INSTALL at the DOS prompt. 

AMIGA 1200 

Insert the disk when at the disk loading screen. 
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THE MAIN MENU 


Use this to access any of the 4 Pinball tables available. You can also access the hi-score table from here by 
pressing F6 - to return to the main menu, press F6 again. If no keypresses are detected within a short time, 
the main menu will swap back and forth with the hi-score table automatically until a key is pressed. 

To load a pinball table, you can use the F-keys as follows: 

FI Thomas 
F2 James 
F3 Percy 
F4 Toby 

F5 Options Screen 
F6 Hi-Scores 
F7 Help 

Once you have selected a table, the screen will clear and you will be shown the table layout all the table's 
features will be explained to you at this stage (JUST WATCH). 

You can decide whether or not to play this table by pressing FI to F8 for the numbers of palyers, or escape to 
go back to the main menu (press ESC again and you will escape to DOS). 


CONTROLS AND PLAYING THE GAME 


When you have loaded a Pinball table, it will wait in an “attract mode". This is where the table is scrolling 
up and down the screen waiting for you to begin playing. The table will always go into this mode if it is 
loaded but you are not playing it. 

To start playing, you need to define how many players are going to play. Up to 8 players can play the game 
at any one time. After pressing “P a for pause, hit any key to continue playing. 

To select the number of players you use the function keys as follows: 

Ft -1 Player, F2 - 2 Players, F3 - 3 Players, etc. 
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After you've selected the number of players, the table will scroll up the screen ready for play and a ball will 
be loaded into the chute. 

Use these keys to play THOMAS THE TANK ENGINE AND FRIENDS PINBALL. 

Key(s) Action, 

Cursor Down Pull back the spring (release key to shoot ball) 

Left,SHIFT, Flip the left flipper 

Right, SHIFT, Flip the right flipper 

SPACE, bar Tilt the table 

Each player has 3 balls or more per game. If you are playing with more than 1 player, gameplay proceeds as 
follows. 

Player 1 goes first and plays his first ball. When he loses it, gameplay reverts to player 2 who plays his first 
ball, and so on. When the last player has lost his first ball, the gameplay reverts back to player 1 who then 
plays his second ball. The gameplay follows this pattern until all players have played each of their 3 balls. 
Apart from the standard controls, the game has some special features: 

1) , Tilting the table (Key - SPACE bar) 

Sometimes it can be useful to "push" or "shove” the table to move the ball when it is not near the flippers. 
To do this in the game press the SPACE bar. Remember not to use this feature too many times as you will end 
up "tilting" the table, the flippers will lock and you will lose your ball! 

2) Cycling light sets (Keys - Left and right SHIFTs) 

Imagine the situation where you have lit 3 lights of a 4 light set. You are trying to light the remaining light 
but misjudge your aim and the ball heads for an already lit light. All is not lost! Each time you press the left 
or right SHIFT keys you will “cycle" all the lights in the set in a clockwise direction so that each light moves 
one position to the left, which means that if you are quick enough you can move the unlit light to the 
position where the ball is heading, light it, complete the full light set and gain a bonus score! 

Only a few select light sets on each table are controllable in this fashion. Refer to each table's guidelines to 
familiarise yourself with their cycleable light sets. 

3) Pausing the game (Key - P) 

If you need to halt the game but do not want to quit it, a simple tap on the P key will do the trick. To restart 
the game, press any key. 









PASSAGES AND LANES 

These are channels that the ball can roll through to get from one place in a table to another. 

BALLTRAPS 

These are short dead-end passages. When the ball enters a ball trap it will be held there for a short time 
while you collect a bonus score. Ball-traps can be covered (where you cannot see the ball) as well as being 
in the open. 

LETTERS 

These are actually lights in the shape of letters. They make up words on a Pinball table and once you have 
lit up the whole word you can collect a score bonus. 

RAMPS AND LOOPS 

These are like raised passages. They carry a ball from one position in a table to another. They are usually 
shown with solid grey entrances ramps change into wire-frame guides around half way along the ramp, 
although they may be shown in different colours. You can also shoot the ball under ramps. 

TUNNELS 

A tunnel is a passage that goes underneath a ramp or another raised section of a Pinball table. 

MUSHROOMS 

These are circular bumpers which award points each time the ball touches them. Once the ball has hit a 
Mushroom it will be repelled away at high speed so beware! 

KfCKERS 

These are triangular bumpers which are usually found just above the flippers. They will award points each 
time the ball hits them. Like Mushrooms, Kickers have a habit of deflecting the ball away at high speeds. 

MULTI-BONUSES 

A multi-bonus is a special feature which when collected multiplies your base bonus score. You can collect 
multi-bonuses of x2, x3, x4, etc. 
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DESCRIPTION OF FEATURES FOR THOMAS THE TANK 
ENGINE PINBALL TABLES 


THOMAS Table Feature Description 


Roll-Over Gates 

Lighting all of these will light x2, x3, x4, x6 and x8 bonus multipliers sequentially. The lit lamp can be 
shuffled using the flipper keys. 

STEAM light 

Each time this set of lights is lit, shooting the ball up the left passage will move Thomas on to the next 
station, scoring a bonus. 

COAL lights 

Lighting COAL lights the 5000 and 10000 score lamps. These scores can be collected by shooting the ball up 
to the left passage. 

Left Passage 

Each time the ball is shot up here the lit score is collected and is increased from 50,100, 250, 500,750,1000 
to 2500. 

Spelling THOMAS 

Thomas’ name can be lit up by hitting the three targets located below the left passage, right passage and 
ball trap. Each time these targets are hit a new letter is lit. When the THOMAS’ name is lit the jackpot is 
enabled and it can be collected by shooting the ball into the ball trap. 

Green Lights 

The set of Green lights at the top right of the table score 10 points each. 
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The Carriage Passage 

Each time the bail passes through here it lights one of the yellow carriage lamps. When all three lamps are 
lit then a bonus lamp is lit in the following order: Hold Bonus, Double Bonus, Score Bonus and Extra Ball. For 
each time the ball passes through this passage the Carriage Bonus increases by one. The Carriage Bonus is 
totalled up and added to your score after you loose a ball. 

The Bali Trap 

Each time the bail is shot into the ball trap the lit score is collected 10,25,50 and 100 respectively. The player 
will also collect any lit bonuses such as Score Bonus, Jackpot and Extra Ball. 

PERCY Table Features Description 


Roll-Over Gate 

Lighting all of these will light x2, x3, x4, x5, x6, and x7 bonus multipliers sequentially. The lit lamps can be 
shuffled using the flipper keys. 

The Tunnel 

Each time the ball is shot through the tunnel the SPIN feature is enabled, and the Jackpot and/or Extra Ball 
will be collected if flashing. The SPIN feature can be collected by shooting the top ball trap. Shooting the 
bottom ball trap after going through the tunnel increases the steam cloud ramp bonus. 

Top Ball Trap 

if a bail is shot into here Double Bonus, Hold Bonus and/or Score bonus will be collected if lit. If SPIN is 
enabled then the wheel will spin and stop to award the player a mystery bonus of 1000 to 5000 or an Extra 
bail. 

Bottom Bali Trap 

The flashing bonus will be collected each time the ball is shot into here. If the ball trap was hit after going 
through the tunnel then the steam cloud bonus increases. 

TAR Wagon Lights 

Lighting these increases the bottom ball trap flashing bonus. 


WATER lights 

Lighting these increase the Platform ramp bonus score. 

Steam Cloud Bonus 

This is collected each time the ball is shot around the top ramp. 

Platform Bonus 

This is collected each time the bail is shot around the bottom ramp. 

JAMES Table Features Description 


Roll-Over Gates 

Lighting all of these will x2, x3, x4, x5, x6 and x8 bonus multipliers sequentially. The lit lights can be shuffled 
using the flipper keys. 

The Tunnel 

Each time the ball is shot through the tunnel, the lit scores are collected. 

The Bali Trap 

Shooting the ball trap collects the Score Bonus, Double Bonus, Hold Bonus, Extra Ball and Jackpot features 
when lit. 

Touch Targets 

Lighting all of these will light the next lamp in the sequence of 10000,1500 and 2000 arrows pointing to the 
big loop on the left of the table. 

Other Loops and Ramps 

Shooting the bail around the ramps and loops with arrows pointing to them will light the next arrow in 
each set. Lighting a set of arrows will enable a Score Bonus in the Tunnel, and often a feature in the ball 
trap as well. 











TOBY Table Features Description 


Roll-Over Gates 

Lighting all of these will light x2, x3, x4, x5, and x6 bonus multipliers sequentially. The fit lamps can be 
shuffled using the upper keys. 

The Tunnels 

If the ball is shot around the first tunnel, and then the second tunnel within five seconds, 1000 points is 
awarded. 

The Ball Traps 

Shooting these collects the lit scores/features. 

Blue touch targets 

Lighting all of these advances the top right hand ball trap score arrows. 

Green Touch Targets 

Lighting all of these advances the bottom bail trap score arrows. 

TRACK Targets 

Hit all of these to light a TOBY Letter. Light TOBY’S name to enable the Jackpot. 

Ramp LOOPS 

Shooting the same ramp twice within eight seconds scores 1000, and lights a LOOPS letter. Light all the Loop 
lamps to score 10000. 
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THOMAS THE TANK ENGINE'S PINBALL TABLE SCORING 


ON ALL TABLES 


Bumpers =1 
Kickers = 2 

Bonus Multiplier Awards = 50 
Outer ball return lanes = 10 
Inner ball return lanes = 15 
Extra Ball Award = 300 
Roll Over Gates = 10 

THOMAS 


'Spell Thomas' targets = 10 

Diagonal Green Light targets = 10 

COAL targets = 10 

STEAM targets = 20 

Carriage passage = 10 

Adding THOMAS letter Award =100 

PERCY 


Shooting same ramp within 8 seconds = 1000 

WATER targets =20 

TAR wagon targets = 20 

Bail Traps = 50 

Shooting the Tunnel = 100 


JAMES 


Touch targets = 20 
Ball Trap = 50 
Shooting Tunnel = 75 
Upper Loop = 20 
Lower Loop = 50 
Short right ramp = 40 
Long right ramp = 40 

TOBY 


Shooting opposite ramps within 10 seconds = 1000 

Shooting tunnel = 100 

Completing Tunnel Loop = 1000 

All touch targets = 10 

Ball traps = 50 
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if you experience problems running the game after installing it this may be due to either: 

(a) TSR programs sitting in memory. 

(b) Device drivers using up too much memory. 

The first test you should run is to check how much free memory is available. There are two ways to do this. 
From the DOS prompt you can either: 

(i) Type CHKDSK and press ENTER, information on your hard drive will be displayed, and at the bottom of 
the list the available memory will be shown. You need approximately 550k or more free memory in order to 
run the game. 

(ii) On some later versions of DOS (version 4.0 onwards) you can simply type MEM and press ENTER. You will 
be presented with a list of your memory, and shown what is free and what isn't. Again you need 
approximately 550k free to run the game. 

A TSR program is a program which runs in the background after executing itself when you boot your 
computer. An example of a TSR (which stands for 'Terminate Stay Resident") would be fax recieve software 
which you'd have been running if you were using a fax modem (so that you could receive faxes while doing 
something else). 

A TSR program obviously uses up valuable memory when it is running. Thomas The Tank Engine and Friends 
Pinball may well need to use the memory the TSR(s) is/are using so any TSR’s should not be running when 
you are trying to load the game. 

You will usually find TSR's in you AUTOEXEC.BAT, file. Using a suitable text editor such as DOS's "EDIT" (DOS 
versions 4.0 and above) you should REM each TSR to de-activate it, save the new AUTOEXEC.BAT file, re-boot 
your computer and then attempt to load the game again, i.e if your AUTOEXEC.BAT file looks something 
like this: 

CWINDOWS/SMARTDRV.EXE 
@ECHO OFF 
PROMPT$p$g 
PATHCAWIN DOWS;C\DOS 
SET TEMP=C:\DOS 

MODE CON CODEPAGE PREPARE=((850) C:\DOS\EGA.CPI) 

KEYB UK„C:\DOS\KEYBOARD.SYS\ID:166 
C:\PANA\MSCDEX.EXE/E/D:MSCD562/i:D/M:15 
SET BLASTER-A220 17 D1 T3, 


you would change the line 
C:\WINDOWS\SMARTDRV.EXE, 
toREM C:\WINDOWS\SMARTDRV.EXE, 
so that when you re-run the 
AUTOEXEC.BAT file (by re-booting your 
computer) the SMARTDRV.EXE TSR is not 
enabled, and the memory it was previously 
using is now free. 


If the game still fails to load and run properly, Device Drivers may be causing the fault. These Drivers are 
usually found in your CONFIG.SYS file. In the same way that you de-ativated the TSR's in the AUTOEXEC.BAT 
file, edit and REM the Device Drivers in the CONFIG.SYS file, save out the new file, re-boot your machine and 
try to run the game again. 

Of course editing these two files requires that you know which parts of the files are TSR's and which are 
Device Drivers. If you are not sure and you do not want to risk tampering with your computer at this level, 
there is another option open to you - the DOS Bootdisk. 

When you boot your computer using a DOS Bootdisk both the AUTOEXEC.BAT and CONFIG.SYS files will be 
by-passed and your machine will boot with as "clean" a DOS environment as possible. 

N.B 

The only thing to remember when using a DOS Bootdisk is that you MUST run any drivers (such as your 
soundcard driver) that the game may require, please see below. 

To make a DOS Bootdisk, follow these instructions: 

1) Insert a new disk into your A: disk drive. 

2) From the C: prompt type FORMAT A:/S 

3) When the disk has finished formatting press N when asked if you want to format another disk. 

4) When the drive light goes out your Bootdisk is ready. 

To use the disk simply insert it into the A: disk drive and reboot your machine. The machine will boot up 
with the A: prompt change to your hard drive and run Thomas The Tank Engine and Friends Pinball as 
previously instructed. 

When you make a DOS Bootdisk, the AUTOEXEC.BAT system file is not copied to it (this is perfectly normal). 
This means that when you try to run the game after using the Bootdisk the game will not be able to use the 
soundcards until you have run the setsound program. 

In the unlikely event you have any other problems with your copy of Thomas Tank Engine and Friends 
Pinball, you can send the disk (not the packaging) to us at the address given, stating the nature of your 
problem. 

Please note when using the IBM PC version your machine must meet the minimum requirements as stated 
on the box and must be 100% IBM compatible. 

When using the AMIGA version your machine must be A1200 compatible, ie. this game will not run on older 
Amigas (ie A500, A500+ or A600). 
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